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This reference was created to help students in my Flash class.  I hope it can serve as a quick guide for common tasks in Flash.

If you have any questions, I am always glad to help.  Please check with www.FlashKit.com, or Flash Yahoo groups (http://groups.yahoo.com/group/flashmacromedia) for a faster reply.

Inquiries about my training, consultation and production services may be directed to: steven@neptunemediaworld.com.
Customized training solutions are available for Director, Advanced Director Lingo Programming, Flash, Advanced Flash Programming, Dreamweaver, Fireworks, and 3D Studio Max, along with many other multimedia, animation and design courses.

Design and Production work for web pages, CD-ROMs, DVDs, video, and 2D & 3D animation are also available.

Have fun!

Steven Gutierrez

steven@neptunemediaworld.com
Neptune Media World

www.neptunemediaworld.com

Definitions

· Stage/Canvas - The area where you will put all of your pictures, text, and animations

· Shapes - Squares, Circles, and objects created in Flash

· Timeline - A visual guide to show you when things will animate, move, and appear/disappear.  All animations begin at frame 1 and end at the last existing mark.

· Frames per second (FPS) - The rate of how many pictures are shown to you per second.  (This is exactly like a flip-book; the number of pictures you see per second)

· Symbols: A movie clip, button or graphic

· Movie Clip:  A symbol that is independent of the main timeline.  If you want an animation on a button, you must use a movie clip.  To call out objects with ActionScript, the symbol must be a Movie Clip.

· Graphic: A symbol that is dependent on the main timeline. (If the main timeline stops, this animation will stop.)

· Button: Used for creating rollover or actionScript buttons.

· Onion Skinning: Very important tool for animation.  It allows you to see what the frame will look like before and after your present location on the timeline.  Commonly used to determine speed of an object and to align animation.

Drawing

· “No-ink/fill” option is available only if the circle, square or pen tools are selected.  This is used to create circles with no stroke outline, or shapes with no strokes, or vice-versa.  If you want an existing stroke or fill to be non-existent, select it and then delete it.

· Gradients in Flash are vector based…do not use bitmapped gradients if possible since they are usually a lot larger.

· Print people! : Do not forget the new Bezier tools included in v5.  Select the white arrow to play with your points. 

Easy animation (a.k.a. Traditional Animation)

· Place all your cells one by one in order into the timeline next to each other.  Step by step instruction:  Draw something on frame 1 (by default, there is an automatic keyframe at frame 1).  Go to INSERT>KEYFRAME or hit F6 to insert a new keyframe at frame 2.  If your next frame is not dependent on the previous one, then you may enter a BLANK KEYFRAME.  Repeat this process until you are done.  Go to CONTROL > TEST MOVIE or CTRL+ENTER to see how the animation looks.  If you are happy with your frame-by-frame animation you can save it as a SWF file.  

· If you did a test movie, a SWF file should already be present in the same location as where you saved your FLA file.  If not, go to File > Export Movie and export as SWF.

Advanced animation (Tweeners)

· Keyframes – These are for animations that do not need a frame drawn for every point of the movie.  A keyframe holds information about the position, size, color etc. of a character/drawing.

· Tweening – This is the computer putting in-between frames between keyframes.  Your graphics must be turned into a symbol to create a motion tween.  To create a shape tween, your graphic must be a shape.

· Motion Tween: 

1. Create drawing and convert to symbol before creating second keyframe.

2. Place a second keyframe at the finish point of your animation.  I like to right-click on the frame where I am going to place it and INSERT KEYFRAME. (Must have another keyframe to be able to tween, right?)  To know where exactly to put this second keyframe, use this little formula: 
Frame = FPS * (Length of tweened segment)
[For example, say the movie is 12 fps, and you want the animation to last 4 seconds…then 12*4 = 48.  Place second keyframe at frame 48.]

3. Click on the first or between the 2 keyframes, and right click in the timeline to select Create Motion Tween (or got to the Frame panel/properties panel and select Motion Tween.)

4. If the keyframes have different properties (e.g. Scale, Position, Rotation, etc.), then you should see a tweened animation.

· Shape Tween:

1. Create a drawing (say on frame 1), and then modify (or create a new drawing) on the same layer somewhere else in the timeline (say at frame 15).  (Remember the new drawing has to be on a new keyframe.)

2. Click between the 2 keyframes and in the Frame panel/Properties panel select Shape Tween.

3. If the keyframes have different shapes, color fills or strokes then you should see the tweened animation.

· Symbols – Symbols allow you to put your drawings into the library.  With the graphic in the library, you can reuse the drawing over and over again, and they all reference the original symbol.

· Text/Drawing effects - To make an effect, you must make the text or drawing a symbol.  Effects include fading things in and out (ALPHA), transitioning of colors (TINT), brightness control, and a panel with a mix of the all these choices.

Sharing symbols and images between animation projects

· To bring symbols from other projects, Choose File, Open as Library.

· Drag the symbol from the new library to your canvas. (This should automatically put the symbol into your library too.)

· Standard Scanning files or Image/Video files: JPG, GIF, PNG, BMP, AVI, MOV

Other Features

· Making:

1. Create a new (masking) layer above your drawing layer.

2. Create a solid image on the mask layer over the part of the drawing you want revealed.  (The mask is like the window.)

3. Right click on the mask layer icon and select mask.

4. To edit the mask, you must unlock it.  To view it in action, you must relock both layers.

(The preview swf will make the mask regardless of its locked status.)

Hints for a better Flash experience

· When pasting something to the exact location of where you copied it, remember Paste in Place.

· When motion tweening, make sure you created a symbol; shape tweening must be for shapes.

· To change the origin of a symbol, edit the symbol (by double clicking on it) and move the drawing in reference to the crosshairs.

· Remember to add shape hints if your shape tween is not working as planned.

· Use the Trace command if you are having a hard time with your ActionScript.

Light ActionScripting

Navigation is done with only a few steps in Flash:

· Create a “home page” in a frame (with shapes, buttons, graphics, movieclips) and create the sections of your Flash movie in different frames and layers too.

· Label the frames: Home, Section 1, Section2, Links, etc.

· Optional: Use Scenes for better organization.

· Play the movie and you will notice that the movie doesn’t stay on the “home” frame:

· Why?  You must add a STOP() action on the frame to keep it there:

· Select the frame and open your Action panel, or right-click the frame and put a STOP() action in that frame.

· Select the button symbols you are using for navigation, and with them selected, select a GO TO action from your action window. 

· Make sure you are not inside the editing properties of the button.

· Make sure it says Object/Button action and not Frame action on the action panel.

· Set the go to frame number or select Frame Label type and select the go to label name.

· If you are using scenes, you might have to specify what scene you wish to “go to”.

· Don’t forget to put a back button and other useful navigation design elements.  (See www.webmonkey.com for helpful hints on good user interface design.)

If you feel something should be added to this guide, please let me know.  Feel free to e-mail me with any questions in the future.  I will try to answer your questions quickly, and help you continue using Flash to its fullest.  If your question is urgent and I am unavailable, try Flash Yahoo Groups (http://groups.yahoo.com/group/flashmacromedia) and www.Flashkit.com. They are pretty good about responding quickly.

Other Fun and/or Useful Links

www.cocacola.com

www.neptunemediaworld.com

www.uncontrol.com

www.shockwave.com

www.jibjab.com
